MPBS Series Rules Update Summary
June 2005

The sections below highlight the differences in the Series Rules that appear with Under the Lily Banners from the version 1.1 Living Rules.  These are summaries only; the actually wording of each rule takes precedence. Note that the vast majority of these differences are not really changes, but further clarifications of existing rules.
5.1.2: An AC may move with a Routed unit.

5.2.2: You may reposition a WC if the unit it is stacked with Routs off the map.

5.3: A leader is eliminated if all units he is stacked with are eliminated

5.4.2. You can’t trace command through a disabled or captured artillery unit.

5.4.3: An OOC unit may move back into command even if adjacent to an enemy unit.

5.4.3: An HI unit may attempt to form Hedgehog even if OOC.

5.4.3: You can’t Reform or Rally an OOC unit unless adjacent to the AC.

5.5.3: Players choose their Orders before play & reveal them simultaneously. Historical Orders can be used by mutual consent

5.6.1: An enemy unit causes only one Charging unit to “stick.”

5.6.5: A unit may change facing when adjacent to an enemy unit under regardless of Orders.

5.8: Don’t count LI units when calculating mandatory Rally Orders change, but do count Formation Broken HI and Cavalry.
6.2.1: HI units pay 2 MPs to change facing when in column.
6.3.2: HI units without pikes can’t enter Hedgehog.

7.3.1: A unit does not gain any terrain-induced formation hits when just changing stacking order or facing without wheeling in a hex. A unit may continue to pursue, retreat, or advance after combat even if Formation Broken. Crossing two gentle slope hexsides in the same activation causes a formation hit.

7.3.5: New rule for crossing bridges.

7.4: A reinforcing wing is counted for Initiative Determination purposes, and its WC may attempt an Orders change or Preemption before entering the map.

8.1.1: Only 1 and 2 SP LI units may stack with cavalry.

8.1.2: A unit may Intercept through a friendly artillery unit.

8.2.1: LI may only stack with a Cavalry unit of its Wing. When stacked, use the Cavalry unit’s Morale Rating. You must Rally and Reform stacked LI and Cavalry units with one action. If a Cavalry unit intercepts from a stack, its movement Allowance is only 6.

8.2.2. You can’t move a LI unit into a Cavalry unit’s hex (or vice versa) if the moving unit does not have enough MPs to change facing to conform to that of the stationary unit.

8.3.1: Units stacked below friendly artillery units are subject to enemy artillery Grazing fire. Captured and Disabled artillery units must always be at the bottom of stacks.
8.3.2: An artillery unit and the unit it is stacked with may change stacking order during a Retreating Fire as well as during Movement or Advancing Fire. A Formation Broken unit may change stacking order with an artillery unit.

8.3.4: If a two hex HI unit is stacked with artillery units in both of its hexes, those artillery units must both be on top or both under the HI unit. If an artillery unit on top is disabled, the underlying HI unit suffers any excess losses but may React.
9.1.1: An Active unit may React against enemy units that pursue, advance, retreat, or change facing after a Close Combat.

9.1.1a: New section listing Reaction restrictions.

9.1.1b: New optional rule limiting HI Reaction Fire.

9.1.3: Advancing Fire, Retreating Fire, Pursuit and Retreat After Combat, and changing stacking are also Reaction triggers. All eligible units can React to Advancing and Retreating Fire; only the target can React to Skirmishing and Salvo Fire.
9.1.6: New section clarifying how to determine movement allowances during a Reaction.

9.2.1: A unit may Reaction Move up to its movement allowance.

9.3.1: All movement-type Reaction triggers can be Intercepted. A Cavalry unit may Intercept even if already adjacent to the triggering unit.
9.3.6: Even an attempt to Intercept gains a unit an Interception Done marker.
9.3.7: Cavalry may Intercept through friendly (but not enemy) artillery units, though it loses Momentum when it does so.

9.4.5: New rule for “taking cover” in certain structures.
10.1.3: Each hex of a two hex unit can only fire at adjacent hexes.
10.1.4: Fire results are implemented as they happen, and a unit can be the target of more than one fire combat in an Activation. Fire results from both hexes of a two hex unit are implemented before any enemy Reaction Fire. 

10.3.1: Movement of an infantry unit during Advancing or Retreating Fire does not require movement points.

10.3.2: The sequence of movement-fire-reaction for Advancing Fire has been changed. A unit can’t wheel or reface as part of Advancing Fire, and must actually have a target to shoot at to perform such fire. Also, the section has been clarified to indicate that all units can React to such fire.
10.3.4: Reworded section to bring Retreating Fire in line with Advancing Fire.

10.3.5: New section on how an infantry unit can use Advancing or Retreating Fire to exchange position in a stack with an artillery unit.

10.4: If both sides of a two hex unit Salvo Fire at the same time, neither incurs the -1 “second fire” penalty.

10.6.3: If a unit is the target of Salvo Fire from both sides of a two hex unit at the same time, it incurs only one Morale Check due to Salvo Fire.

10.6.4: Casualty Threshold Morale Checks are in addition to Morale Checks caused by a unit’s Morale Level.

10.6.6: If fire from both sides of a two hex unit cause more than one Formation hit on the same unit at the same time, the unit incurs all hits.
10.8.6: A Cavalry unit must be Formation Normal or Formation Shaken to be able to avoid artillery fire. Avoidance is a Reaction trigger.

10.8.9: Disabled and captured artillery units are not considered units for command, movement, or combat, and must be placed at the bottom of stacks.

10.9: Artillery units block LOS for determining if Interception is possible.

10.9.2: Terrain higher than both the firing unit and target unit blocks LOS.

10.9.3 & 10.9.4: Enhanced and enlarged rules on Hedges, Slopes, and in-hex terrain.

11.1.2: Orders are irrelevant when determining who can perform Close Combat. A unit must be able to enter the hex it is assaulting. If an Active unit survives a Reaction Close Combat, it must continue with any designated Close Combat if it survives the Reaction Close Combat.
11.3.1a: New section for special terrain effects on Close Combat.

11.3.2: All leaders are now worth the same (+/-1) in Close Combat.

11.3.6: Sidestepping and losing an Interception rob a Cavalry unit of Momentum.

11.3.6a: New section that better details special Momentum cases.

11.3.8: When a defender has the choice of columns on the Close Combat Matrix, use the column most beneficial to the defender.

11.4.3: A unit may retreat into or through a friendly artillery unit. If an LI unit stops its retreat before the full distance by stacking with a Cavalry unit, the LI unit must roll on the Unable to Retreat Table. When a unit retreats, it must first move away from its attackers, then towards the friendly map edge.

11.4.5: A unit must roll on the Unable to Retreat Table if it can’t retreat the full required distance. When taking losses from Morale Shaken units that can’t retreat, only do so if the unit was Morale Shaken before the combat.

11.4.7: Changing the facing of units after an advance happens before any Reaction to the advance.

11.4.8: Two hex units must wheel if there is only one hex free and they must advance.

11.4.9: Retreat after Close Combat is also a Reaction trigger.

11.4.10: Retreating or pursuing into a hex also causes a Formation Hit if moving into the hex would cause one.

11.5.1: A lone enemy artillery unit is also eliminated when a Close Combat is declared against it, or a unit pursues into its hex. A Cavalry unit that moves through an enemy artillery unit loses Momentum.
11.6: LI units may also attack lone artillery units. Any LI unit with a current strength of 1 is eliminated if assaulted by other than a 1 SP LI unit.

11.7.2B: Capture any artillery a Cavalry unit pursues through. If the unit to be pursued was eliminated by the combat, don’t move a Cavalry unit getting a pursuit result. Pursuit can trigger all types of Reaction, but only at the end of the pursuit. A pursued unit is eliminated even if it retreats off map.
11.7.7C: A leader that pursues off map is not counted as eliminated for VP purposes.

12.3: A unit must make a MC for any result that inflicts a Casualty Hit after the unit reaches its Casualty Threshold.

12.4.5: When LI and Cavalry are stacked, use the Cavalry’s Morale Rating for all Morale Checks.

13.2.3: Section rewritten to cover all cases where a Reform Action can be used.

13.2.5: A unit can be refaced when Rallied. A Rallied Cavalry unit has the same level of Pistols it had before being Rallied.

13.4.1: Friendly map edges are designated in each scenario. 

13.4.2: Reworded to clarify section applies to routing and not retreating. Clarified that the Casualty Threshold effects apply to units that lose SPs from not completing a rout. 
14.0 Completely new major section describing the use of Wagons, Heavy Infantry with No Pikes, and Dismounted Cavalry units.

15.0 (Formerly 14.0): VPs added for Captured and Disabled Double 3 lb Artillery units.

TACW and SFO errata: Changes and additional errata listed. 

Charts:

TEC: Artillery fire is now more destructive if the defender is in Woods.

TEC: The Lion of the North lines have been removed, and new lines added for ULB terrain.

Heavy Infantry Musketry Table: The Salvo columns have been modified.

Artillery Fire Table: A new column for Double 3 lbers has been added.

Close Combat Matrix: A new row and a new column for Heavy Infantry with No Pikes have been added.

Other chart changes have been made so the charts correspond with the other rule changes.

